
FIRST STING

AFTERMATH:
In the event, it was the poorly trained British and Indian forces that per-
formed badly and the German Schutztruppen who acquitted themselves
well. The British managed to cut the railway line and penetrate into the
town itself, before being driven back by a counterattack. Of note during the
battle were beehives fashioned out of hollow logs and hung by the locals
from trees. The bees, irritated at having their hives hit by rifle and machine-
gun fire, would often swarm out in force stinging all in the surrounding area
regardless of their national allegiance. At times during the battle, shooting
would cease while the combatants fled the fury of the bees. The Germans,
despite being outnumbered 8 to 1 and equipped with black powder rifles of
Franco-Prussian War vintage, managed to inflict disproportionate losses on
the expeditionary force, forcing it to withdraw. Of greater importance to the
Germans was the capture of modern rifles and 600,000 rounds of ammuni-
tion. The British would achieve no easy victory in East Africa. Four years
later, the Armistice found Col. Lettow-Vorbeck and his soldiers in the field,
still unbeaten.

SSR:
1. EC are moist with no wind at start. PTO is in effect with light jungle (EXC: brush

IS brush and not bamboo, hedges are present, and roads are present).

2. All buildings are wooden. All walls are hedges.

3. The river on board 40 represents the Indian Ocean. No land exists east of the river.

4. Use Italian MMCs, SMCs and SW to represent German Schutztruppen. [EXC:
Broken side morale of MMC is raised by one; use German HOB modifiers.]

5. The British forces were poorly trained. They are not immune to cowering. Infantry
smoke grenades are NA for either side.

6. To simulate angry bees, the following rule is in effect: Whenever a unit in a jungle,
palm, or brush hex rolls doubles for a morale check, task check, or close combat roll
OR an original 12 during a fire attack, all units (enemy or friendly) in the same hex
must take an additional NTC. Failure of which results in the unit becoming pinned
(EXC: unless already pinned or broken, then the unit breaks). Bee task checks (BTC)
occur after the application of the results of the roll that initiated the BTC. [Note: it
is possible for BTC to initiate other BTCs]

VICTORY CONDITIONS: British player wins if he controls 8 of the 12 build-
ings on board 42.

GERMANS SET UP FIRST

BRITISH MOVE FIRST 1 2 3 4 5 6
Elements of the 2nd Battalion, Loyal North Lancashire Regiment [ELR:2] Set up on any whole hex of Board 40 north of the “river” {SAN:2}:

Elements of German East African Schutztruppen [ELR:3] Set up anywhere on Board 42 {SAN:4}:
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Tanga, German East Africa, 4 November 1914:
The First World War gave the Allies the opportunity to carve up the scattered German African
colonies. However, it wasn’t until November that the British mounted a major effort to capture
German East Africa, the jewel of the German colonial empire. The British landed an expedi-
tionary force consisting of nearly 8000 men in four battalions (one British and three Indian) at
Tanga, a picturesque colonial town 136 miles north of Dar es Salaam. The commander of the
expeditionary force, Major General Arthur Aitken, was supremely confident that his force would
easily sweep aside the defending German Schutztruppen. The British heavily outnumbered the
defenders, and moreover, had a dim view of the fighting prowess of the native askaris, who made
up the bulk of the Schutztruppen. Indian Expeditionary Force ‘B’ landed on the evening of
November 3 and was ready to advance on the morning of the fourth, despite a brief panic among
the Indians resulting from the accidental discharge of a rifle. Meanwhile, the German command-
er, Col. Lettow-Vorbeck, warned well in advance of the impending landing, had 54 hours in which
to reinforce and prepare his defenses.

Only hexrows A-P on board 42 and Q-FF on board 40 are in play


